l. introduction 


dangers & dungeons 


pressun press 


Slaying & Spelunking module of dungeon patterns. 
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4. features 


1 Dung 21 Bench 41 Sand 61 Glass 81 Barracks 
2 Hole 22 Nest 42 Pillar 62 Stable 82 Taxidermy 
3 Loom 23 Straw 43 Ritual 63 Museum 83 Fireplace 
4 Rack 24 Stone 44 Armory 64 Mural 84 Pedestal 
5 Door 25 Chair 45 Garbage 65 Kennel 85 Charcoal 
6 Idol 26 Forge 46 Prison 66 Ladder 86 Fountain 
7 Bell 27 Ledge 47 Trough 67 Curtain 87 Manacles 
8 Hay 28 Shelf 48 Screen 68 Cabinet 88 Dresser 
9 Well 29 Table 49 Shaft 69 Barrel 89 Painting 
10 Bars 30 Vault 50 Mirror 70 Pillory 90 Workshop 
11 Tub 31 Basin 51 Throne 71 Statue 91 Gargoyle 
12 Oven 32 Crate 52 Shrine 72 Bed 92 Graffiti 
13 Pool 33 Altar 53 Mosaic 73 Cage 93 Peephole 
14 Pit 34 Fungi 54 Rubble 74 Pantry 94 Stalactites 
15 Kiln 35 Blood 55 Relief 75 Casket 95 Tapestry 
16 Ramp 36 Chalk 56 Manger 76 Sconce 96 Bookcase 
17 Step 37 Chute 57 Records 77 Sunken 97 Grindstone 
18 Webs 38 Plant 58 Stool 78 Carpet 98 Treasury 
19 Bone 39 Stall 59 Screen 79 Pulley 99 Brazier 
20 Root 40 Chest 60 Recess 80 Catwalk 100 Slaughterhouse 
5.3. clue 
5.trap 
Roll for inspiration. Traps should be obvious. 1 | Dust | 6 | Stain |11| Rubble | 16| Graffiti 
2| Age | 7 | Repair | 12| Pattern | 17 | Rubbish 
5.1. trigger 3| Web | 8 | Smell | 13 | Breeze | 18 | Rubbish 
4 | Juts | 9 | Gear | 14 | Damage | 19 | Material 
1| Eat | 6 | Magic 11 Removal|16| Placement 5 |Gore | 10| Plant |15| Recede |20| Corpse 
2 Push| 7 | Break 12 Touch |17| Balance 
3 Pull | 8 Weight 13| Reflect |18 Pony COASTAL 
4|Open| 9 | Shut |14| Phrase |19| Tripwire À : . 
5| Rest |10| Light 15| Sound 120/Countdown Dangers which occur without being set. 
1 [Roof Collapse | 11 Fog Cloud 
5.2. effect 2 Snake Pit |12 Loud Noise 
3 | Toxic Gas |13 Rickety Structure 
1 Heat] 6 | Sleep |11|Collapse| 16) Temperature 4 | Quicksand |14 Insect Swarm 
2 Acid| 7 |Alarm|12| Vacuum |17 Separation 5 | Steam Vent |15 Malignant Ghost 
3| Net | 8 | Cold (113 Slashing|18| Creature 6 Oil Slick  |16| Spontaneous Combustion 
4 Gas | 9 | Glue [14 Piercing|19 | Hallucination 7 | Killer Plant |17 Lava Flow 
5 Hole |10| Water |15| Magnet |20| Projectile 8 | Deep Hole |18 Falling Stalactite 
9 | Thick Dust |19 Thick Smoke 
10| Flooding |20 Earthquake 


7. treasure 


Coin relates to dungeon level according to chart. 


Ist 1 21st 231 41st 861 6lst 1891 81st 3321 
2nd 3 22nd 253 42nd 903 62nd 1953 82nd 3403 
3rd 6 23rd 276 43rd 946 63rd 2016 83rd 3486 
4th 10 24th 300 44th 990 64th 2080 84th 3570 
Sth 15 25th 325 45th 1035 65th 2145 85th 3655 
6th 21 26th 351 46th 1081 66th 2211 86th 3741 
7th 28 27th 378 47th 1128 67th 2278 87th 3828 
8th 36 28th 406 48th 1176 68th 2346 88th 3916 
9th 45 29th 435 49th 1225 69th 2415 89th 4005 
10th 55 30th 465 50th 1275 70th 2485 90th 4095 
11th 66 31th 496 51th 1326 71th 2556 91th 4186 
12th 68 32th 528 52th 1378 72th 2628 92th 4278 
13th 91 33th 561 53th 1431 73th 2701 93th 4371 
14th 105 34th 595 54th 1485 74th 2775 94th 4465 
15th 120 35th 630 55th 1540 75th 2850 95th 4560 
16th 136 36th 666 56th 1596 76th 2926 96th 4656 
17th 153 37th 703 57th 1653 77th 3003 97th 4753 
18th 171 38th 741 58th 1711 78th 3081 98th 4851 
19th 190 39th 780 59th 1770 79th 3160 99th 4950 
20th 210 40th 820 60th 1830 80th 3240 100th 5050 
1 Coin 21 Crown 41 Skull 61 Crystal 81 Breastplate 
2 Wand 22 Spear 42 Spyglass 62 Buckler 82 Handkerchief 
3 Gem 23 Sword 43 Brooch 63 Doll 83 Crossbow 
4 Dart 24 Staff 44 Trident 64 Astrolabe 84 Gauntlets 
5 Ring 25 Spell 45 Hatchet 65 Necklace 85 Figurine 
6 Mace 26 Arrow 46 Shield 66 Potion 86 Pauldron 
7 Axe 27 Cloak 47 Girdle 67 Gown 87 Medallion 
8 Helm 28 Stone 48 Cudgel 68 Hammer 88 Chain Mail 
9 Rod 29 Sling 49 Earring 69 Hourglass 89 Glass Eye 
10 Bow 30 Letter 50 Buckle 70 Circlet 90 Gambeson 
11 Map 31 Book 51 Dagger 71 Perfume 91 Socks 
12 Art 32 Scroll 52 Greaves 72 Halberd 92 Gloves 
13 Cane 33 Mask 53 Jacket 73 Seed 93 Trousers 
14 Belt 34 Orb 54 Dress 74 Hide 94 Plate Mail 
15 Hat 35 Whip 55 Amulet 75 Scale 95 Slippers 
16 Robe 36 Flail 56 Goblet 76 Carapace 96 Bracelet 
17 Vest 37 Scarf 57 Egg 77 Claw 97 Slingshot 
18 Veil 38 Tunic 58 Horn 78 Liquor 98 Scabbard 
19 Hood 39 Shawl 59 Tooth 79 Bone 99 Boomerang 
20 Cape 40 Shoes 60 Shell 80 Feather 100 Instrument 


71. coin 


One notch equals one coin. Exchange coins for notches when in a tavern. Twenty coins per inventory slot. 


7.1.1. attribute 


1 Worn 6 Smell 11 Ancient 16 Scratch 
2 Rust 7 Dirty 12 Gilded 17 Silvered 
3 Bent 8 Dent 13 Curse 18 Masterwork 
4 Fine 9 Paint 14 Fragile 19 Polished 
5 Chip 10 Stain 15 Sturdy 20 Sentient 
7.1.1.1. metal 
1 Lead 3 Brass 5 Platinum 
2 Gold 4 Copper 6 Silver 
71.1.2. stone 
1 Garnet 4 Diamond 7 Ruby 10 Opal 
Amethyst 5 Emerald 8 Onyx 11 Topaz 
3 Bloodstone 6 Pearl 9 Sapphire 12 Turquoise 
71.13. material 
1 Wool 4 Lace 7 Suede 10 Cashmere 
Hemp 5 Velvet 8 Tweed 11 Cotton 
3 Silk 6 Twill 9 Linen 12 Leather 


7.2. items 


Item die directly relates to dungeon level. 


level die 

1-20 d6 
21-40 d8 
41-60 d10 
61-80 d12 
81-100 d20 


7.3. wanderers 


List ten creatures. Roll 2d10 when entering a hallway or room. Creature appears when numbers match. 


1 2 3 4 5 


6 7 8 9 10 


